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THE  MANUAl^S  ROLE 

This  drama  manual  is  for  children  of  all  ages.    It  has  been  written 
specifically  with  6  -  12  year  old  children  in  mind,  but  with  a  little  flexi- 
bility and  a  lot  of  imagination  teens  and  adults  will  also  have  fun  with  the 
games  and  projects!    For  those  leaders  who  have  little  background  in  drama, 
it  is  important,  first  of  all,  to  differentiate  between  THEATRE  and  DRAMA. 

To  begin  with,  the  root  of  drama  is  PLAY.    Through  drama  games  and  pro- 
jects, children  can  explore  and  expand  their  imaginations.    The  freedom  to 
express  themselves  is  possible  by  concentration  on  the  development  of  emotional , 
vocal ,  and  physical  skills  in  an  accepting  and  relaxed  environment!  Games 
also  act  as  vehicles  for  cooperation  and  the  SHARING  OF  EXPERIENCES— a  definite 
benefit  in  the  development  of  every  child! 

THEATRE,  on  the  other  hand,  includes  more  detailed  and  formal  exercises 
which  are  oriented  towards  the  rigors  of  professional  theatre.    But  one 
never  knows.    Perhaps  the  enjoyment  of  the  creative  discoveries  made  through 
these  games  will  encourage  children  to  further  pursue  their  interest  in  drama! 

TO  REVIEW: 

*  PLAY  not  THEATRE 

*  an  ACCEPTING  ENVIRONMENT 

*  have  FUN! 
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THE  ROLE  OF  DRAMA  GAMES 
There  are  a  number  of  invaluable  reasons  for  children  to  participate  in  drama 
games.    They  provide  a  climate  for  the  development  of: 

*  self-confidence 

*  self-expression 

*  self-discipline 

*  coordination 

*  cooperation 

*  imagination 

Participation  also  encourages: 

*  sharing  of  ideas  and  feelings 

*  important  elements  in  life  such 

as  trust,  commitment,  give  and  take 

Besides,  drama  can  be  JUST  PLAIN  FUN! 


HOW  THIS  BOOKLET  IS  SET-UP 

The  exercises  are  categorized  according  to  the  minimum  number  of  people 
needed  to  participate.    The  four  categories  are: 

1)  individual  exercises 

2)  pairs 

3)  small  groups 

4)  large  groups 

The  most  suitable  age  group  for  each  game  will  be  noted  at  the  top  of  each 
page.    THESE  ARE  NOT  HARD  AND  FAST  AGE  GROUPINGS!    Leaders  should  feel  free 
to  observe  the  character  of  each  group.  Choose  the  appropriate  exercise  that 
will  be  vocally,  physically,  and/or  emotionally  challenging  for  the  children. 
Since  each  group  has  its  own  personality  BENDING  THE  RULES  IN  ORDER  TO  MEET 
GROUP  NEEDS  IS  DEFINITELY  ALLOWED! 

Formation  refers  to  the  position  of  the  group  at  the  beginning  of  the  game. 
For  example,  "2  lines,  facing  each  other,  about  10  feet  apart." 

The  TYPE  of  game  will  describe  to  the  leader  what  drama  skill (s)  are  being 
focused  on  during  the  exercise.    Example:    physical,  vocal,  character 
development. 

The  NOTES  section  will  supply  the  leader  with  behaviors  to  watch  for  and  lots 
of  ideas  to  help  each  exercise  progress  smoothly  and  energetically. 


REMEMBER!    BE  FLEXIBLE  - 


-  EVERY  GROUP'S  NEEDS  ARE  DIFFERENT! 


WHAT  ARE  THE  ROLES  OF  THE  LEADER? 


It  is  vital  that  a  leader  be  able  to  create  an  accepting  atmosphere  in  which 
each  person  will  feel  confident  enough  to  relax  and  participate. 

What  does  an  "accepting"  atmosphere  mean  and  how  can  it  be  developed?  It 
begins  by  each  group  member  being  made  aware  that: 

1)  no  one  is  perfect! 

2)  everyone  must  encourage  each  other  to  express 
their  ideas  and  feelings  sincerely 

3)  it  takes  time  to  develop  creatively--resul ts 
will  not  be  outstanding  at  first  (that's  O.K.I) 
Be  patient  1 

4)  acceptance  can  be  demonstrated  by  the  leader 
who  participates  in  the  games  and  scenes  (be 
careful  not  to  become  the  focus  on  a  game) 

5)  the  leader  must  acknowledge  his/her  own  mistakes 

It  is  important  for  the  leader  to  acknowledge  all  the  children's  inventiveness, 
not  just  one  person's  ideas.    Statements  should  be  made  in  a  GENERAL  way  e.g. 
"I  saw  many  different  and  good  ideas..."    It  helps  to  build  good  "team  spirit." 

IN  ESSENCE: 

*  Be  patient  and  positive 

*  Be  constantly  aware  of  the  three  "E"s: 
ENERGY,  ENTHUSIASM,  AND  ENJOYMENT! 

THE  ROLES  OF  THE  CHILDREN 

Children  will  participate  in  several  ways:    as  observers,  discussants,  or 
as  players.    Their  interest  will  vary  according  to  their  interest  in  the 
topic,  their  mode,  needs,  and  level  of  confidence.    IT  IS  IMPORTANT  TO  INVOLVE 
AS  MANY  CHILDREN  AS  POSSIBLE. 

Shy  children  should  be  invited  rather  than  forced  to  participate.  Outgoing 
children  need  continuous  involvement  and  will  probably  need  frequent  reminding 
of  the  rules  of  playing. 

When  the  time  comes  to  present  scenes,  encourage  attentive  audiences! 
Children  learn  just  as  much  from  observing  each  other  as  they  do  from  per- 
forming.   Being  a  good  audience  for  each  other  produces  mutual  respect. 


THE  "NO-NOS"  IN  LEADING  DRAMA 

In  order  to  provide  a  relaxed,  accepting  atmosphere,  there  are  a  number  of 

behaviors  that  a  leader  should  avoid. 

*  It's  helpful  to  keep  friends  together  for  the  first  few  sessions.  They 

need  each  other  for  a  little  moral  support! 


*  When  giving    instructions,  don't  be  too  vague  or  too  general. 


WHERE  CAN  DRAMA  GAMES  "HAPPEN"? 


Simple — anywherel    But  as  a  leader,  keep  in  mind  that  the  size  of  the  space 
will  have  a  strong  effect  on  the  success  of  each  game  and,  consequently,  on 
the  group's  experience.  In  a  small  space,  for  example,  body  movement  will  be 
limited.    The  games  will  tend  to  become  more  verbal  than  physical.    It  also 
means  that  the  leader  must  have  plenty  of  ideas  since  the  children  will  tend 
to  get  through  everything  much  faster. 

In  a  larger  space,  be  sure  that  the  play  area  is  clearly  defined.    For  example, 
"up  to  the  fence  and  between  the  trees."    A  loud  gong  or  cymbal  will  be  useful 
in  getting  the  attention  of  the  group. 

It  is  essential  that  the  space  is  free  of  major  obstacles  or  too  many  outside 
distractions.    If  there  are  potential  diversions  such  as  weather  or  playground 
equipment,  try  and  incorporate  them  into  a  scene  or  story  e.g.  "it  was  a 
stormy  day  when  the  pirates  landed  on  Key  Island." 

TO  REVIEW: 

*  the  atmosphere  of  the  play  space 
is  much  more  important  than  the 
space  itself 

*  choose  the  games  according  to  the 
space  available 

*  clearly  define  play  spaces 

*  GO  IN  THE  SHADE  IF  IT  IS  HOT! 


HOW  MUCH  TIME  SHOULD  BE  SPENT? 

The  length  of  time  spent  for  a  drama  session  depends  on  how  long  a  leader  can 
maintain  the  group's  interest.  An  exercise  or  program  CANNOT  GO  ANY  LONGER  THAN 
THE  CHILDREN'S  ABILITY  TO  CONCENTRATE  AND  HAVE  FUN!    The  length  of  each  game 
will  vary  depending  on  its    requiremnts  and  structure,  as  well  as  the  concen- 
tration span  of  a  particular  group  of  children.    A  leader  must  be  sensitive  to 
the  needs  of  the  group  1 

The  SUGGESTED  duration  for  entire  drama  sessions  are: 

PRE-SCHOOL  10  minutes 

5-7  years  of  age  15  minutes 

8-10  years  of  age  30  minutes 

11-13  years  of  age  45  minutes 

For  ages  5-7,  a  leader  should  try  not  to  spend  more  than  five  minutes  on  any 
one  game.    Avoid  a  lot  of  individual  presentations  for  this  age  group  as  they 
lack  the  concentration  span  needed  to  act  as  either  audience  or  "performer." 

SUGGESTION:    BE  SENSITIVE— BE  FLEXIBLE!    If  the  children  are  enjoying  it,  why 
not  continue  with  a  game? 
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*  Rather  than  say  what  is  right  or  wrong,  accept  every  idea!    By  being 
enthusiastic  and  encouraging,  the  group  will  be  less  inhibited  in  offering 
ideas. 

*  Ridiculing  or  laughing  at  a  child  makes  it  impossible  to  create.    IT  IS 
HUMILIATINGl    Chances  are  that  the  child  will  become  too sel f-conscious  to 
participate. 

*  Don't  demonstrate  every  exercise  I    The  leader's  way  becomes  the  right  way. 
Remind  the  group  that  everyone  is  free  to  act  out  their  own  ideas  and  that 
demonstrations  are  only  examples. 

*  Children  are  not  inferior!    They  deserve  to  be  treated  with  respect! 

*  Don't  lecture  too  much!    Drama  games  are  only  successful  when  they  are 
experienced  rather  than  analyzed. 

*  Be  careful  not  to  shout  or  talk  too  quickly.    A  leader  can  be  energized  and 
excited    without  shouting  or  talking  fast.    Take  a  deep  breath  and  proceed 
slowly  and  clearly  with  a  pleasing  voice. 

*  A  leader  cannot  assume  the  responsibility  of  a  counsellor  if  a  child  in  the 
drama  session  has  a  particular  emotional  problem. 

*  DON'T  GIVE  UP!    If  the  group  isn't  responding  as  fast  as  anticipated,  don't 
become  discouraged.    Every  group  has  its  own  pace  and  personality! 


THE  LEADER'S  "CONTROL"  ROLE 

Part  of  the  leader's  task  is  to  maintain  group  control.    It  is  vital  that  the 
leader  establish  a  method  of  getting  the  grotip's  attention  RIGHT  AWAY!  Using 
a  drum,  a  cymbal,  raising  a  hand,  or  calling  "freeze"  are  effective  "attention 
-  getters."    Quick  changes  in  the  volume  and  tempo  of  speaking  will  help  "train" 
the  children  to  listen  carefully  and  respond  quickly.    The  tone  of  voice  is 
extremely  important.    It  is  best  to  start  off  speaking  loudly,  then  lower  the 
voice  to  an  audible  level.    Shouting  all  the  time  is  numbing! 

Keeping  an  "uptempo"  pace  in  each  session  helps  the  group  in  maintaining  focus. 
If  the    interest  of  the  game  starts  to  wander,  attention  will  be  lost  and 
discipline  problems  will  evolve.    Move  quickly  and  energetically  from  one  game 
to  another. 

Ignoring  bad  behavior  is  one  way  of  dealing  with  disruptions.    If  it  continues, 
take  the  child  aside  and  firmly  request  his/fier  cooperation  and  forewarn  the  child 
that  he/^he  will  be  pulled  out  of  the  game  if  the  behavior  persists.    This  can 
and  should  be  done  discreetly  and  away  from  the  rest  of  the  group. 

Although  the  group  has  been  asked  to  accept  ideas  and  feelings,  LIMITS  MUST  BE 
SET  ON  DESTRUCTIVE  OR  NEGATIVE  BEHAVIORS.    As  a  rule  of  thumb,  acknowledge 
feelings,  but  reject  behavior!    For  example,  a  leader  might  say:    "I  think 
the  rule  to  remain  in  your  own  space  and  not  distract  others  must  be  too 
difficult  for  you  just  now.    When  you  think  you  can  follow  the  rules,  you  may 
return. " 
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remember: 

*  Compliments  are  much  more  effective 
than  negative  cri ti ci sm. . . BUT  should 
the  situation  arise  to  correct  or 
discipline,  DON'T  BE  HESITANT  TO  DO  SO! 
Be  firm,  decisive,  confident  I 

*  Once  a  leader  loses  control,  it  is 
almost  impossible  to  get  it  back 

*  Try  using  a  home  base  to  return  to  at 
the  end  of  each  exercise 


THE  GAMES 
Preparation 

The  leader  must  select  the  games  before  the  session  begins.    Reviewing  the  rules 
ahead  of  time  will  help  make  the  instructions  clearer  when  starting  each  exercise. 

Explain  to  the  children  that  drama  games  are  like  any  other  team  sport:  they 
require  COOPERATION,  COMMITMENT,  AND  CONCENTRATION  if  the  game  is  to  be  successful. 
Give  the  name  of  the  game  to  the  group  and  then  explain  the  rules  very  carefully. 
All  the  instructions  should  be  clear  and  enthusiastic  from  the  beginning.  Each 
child  should  be  able  to  understand  what  is  going  on  and  how  to  fit  into  it.  If 
the  rules  are  still  unclear,  repeat  them.    A  leader  could  demonstrate  if  necessary 
but  insist  that  the  children  create  their  own  ideas. 

If  the  children  are  working  in  groups,  put  a  time  limit  on  their  preparations. 
It's  necessary  to  do,  not  talk!    If  given  3  minutes  to  work  on  a  project,  it  is 
helpful  if  the  leader  counts  down  the  time  i.e.  "You  have  2  minutes  left,...  you 
have  1  minute  left. . . " 


Flexibility  is  a  major  key  in  a  drama  session.    If  one  game  is  not  working  or 
the  group  is  getting  restless,  try  another!    DON'T  GIVE  UP!    There  are  a  number 
of  reasons  as  to  why  the  exercise  might  not  have  been  successful. 

1)  instructions  may  not  have  been  clear  enough 

2)  the  game  might  be  too  difficult  for  this  particular  group 

3)  the  leader's  energy  may  have  been  "down" 

4)  the  group  may  prefer  a  physical  game  to  a  vocal  one  or  vice  versa 

5)  group  discipline  may  not  have  been  properly  established 

Think  of  occasionally  using  "side-coaching."    It  is  an  invaluable  tool  in  helping 
avoid  silences  and  directing  the  group's  attention.    This  technique  involves 
talking  the  group  through  an  activity,  suggesting  action  and  ideas  that  might  be 
implemented  into  tlie  scenes  or  story. 
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THE  "FRILLS":    COSTUMES,  PROPS,  LIGHTS,  AND  MUSIC 

Adding  the  frills  can  help  embellish  the  games,  improvisations,  and  also  aid 

in  group  involvement.    A  WORD  OF  WARNING;  though--these  frills  shouldn't  clutter 

the  playing  and  become  more  important  than  the  story  itself. 

Other  useful  things  to  have  in  the  session: 

1)  record  player,  tape  recorder,  for  music  and  sound  affects 

2)  puppets 

3)  masks 

4)  poems,  stories,  newspaper  articles 

5)  all  sorts  of  percussion  instruments 

6)  pictures,  paint 

7)  a  box  of  theatrical  make  up 

8)  some  good  books  on  drama 

9)  lots  of  imagination! 

One  idea  that  can  be  lots  of  fun  is  a  magic  costume  rack.    Bring  out  a  magic 
costume  rack  containing  costumes  of  fairy  princess,  a  clown,  a  king,  hal f-a-horse, 
a  villain,  a  cat,  a  bear,  Santa,  etc.    Describe  each  outfit  in  detail.  Children 
try  on  the  costumes  and  become  the  character  who  wears  them.    It's  a  great  idea 
for  developing  characters! 

WARM  -  UPS 

Starting  off  each  session  with  warm-ups  assists  the  children  in  "leaving"  the 
constraints  of  the  "real  world"  and  relaxes  them  enough  to  take  part  in  an 
imaginary  one.    A  few  minutes  of  spontaneous  reaction  to  ideas  are  needed  in  order 
to  create  good  feelings,  a  sense  of  groupness,  and  also  direct  the  children  into 
a  creative  frame  of  mind. 

Try  these: 

1)  Act  out  your  immediate  reaction  to  any  word  that  comes  into  your  head: 

*  midget  *  surf  *  Christmas 

*  New  York  *  sandcrabs  *  moth 

*  ski  *  alien  *  hillbilly 


* 


yoyo 


2)  Take  a  ride  on  different  types  of  transportation. 

3)  Play  frozen  tag  but  freeze  as  something  or  someone. 

4)  Play  games  with  an  imaginary  ball.    Let  the  ball  become  (on  signal)  bigger, 
lighter,  made  of  glass,  candy,  fluff,  heavy,  sticky,  extra-bouncy,  ice. 
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GAME: 
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WHAT'S  THIS? 


-  WITHOUT  NAMING  THE  ITEM,  one  person  describes  an  object  such  as  a 
safety  pin,  a  paper  clip,  a  light  bulb,  or  an  article  of  clothing 

-  the  listeners  must  draw  each  part  of  the  object  as  they  listen  to 
the  description 

-  they  cannot  ask  questions 

-  whenever  the  listeners  think  they  know  what  the  drawing  is,  they 
may  guess 

-  the  first  person  who  guesses  correctly,  can  now  describe  the  next  item 
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GAME:    SCENES  IN  PAIRS 
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*  every  pair  should  do  this  exercise  at  the  same  timel 

*  one  person  is  very,  very  tall;  the  other  very  small 

*  climb  a  gate... go  through  a  tiny  hole... bake  a  cake... rob  a 
building  together 

*  one  is  the  boss,  the  other  the  servant;  clean  the  house,  make 
a  garden,  get  dressed  for  a  glorious  occassion 

NOTE:    Leaders--ask  the  group  if  the  boss  is  gentle,  cruel?  What 
other  characteristics  does  he/she  have?    How  do  they  walk, 
talk,  dress?    Is  the  servant  lazy?    Rude?    ASK  FOR  DETAILS! 
What  other  ideas  can  the  group  think  of? 
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GAME:     SECRET  HIDE-AWAY 
NUMBER:    ANY  SIZE  GROUP 

AGE  GROUP:  5-7.  s  io 

PURPOSE:   IMAGINATION,  MIME 

EQUIPMENT: 
HOW  TO  PLAY: 


*  each  child  finds  own  space  to  sit,  away  from  others 

*  imagine  you  are  in  a  secret  scientific  laboratory 

*  close  your  eyes  and  really  feel  you  are  there 

*  no  one  can  see  you,  you  cannot  see  anyone 

*  see  all  the  different  tubes  and  machines  and  potions 

*  when  you  are  asked  to  open  your  eyes  you  will  start  making  your 
own  potion 

*  anything  can  go  into  the  potion:  juices,  colours,  creepy  crawlers, 
crunchy  and  chewy  treats 

open  your  eyes  and  begin 

*  really  see  all  the  things  that  go  into  the  potion 

*  when  the  potion  is  mixed  and  ready,  start  drinking 

*  you  become  a  huge  creature  of  your  choice 

*  your  face,  arms,  legs  and  body  all  become  different 

*  try  walking  as  your  new  creature,  try  talking  like  your  new  creature 

*  potion  starts  to  wear  off,  slowly  get  smaller 


*  go  back  to  your  hide-away 
NOTES: 

*  remind  the  group  not  to  look  at  other  scientists  and  that 
they  are  hidden 

*  have  them  concentrate  on  feeling  the  difference  between  the 
"monsters"  body  and  the  scientists 

*  don't  bump  into  other  creatures 

VARIATION:    make  magic  cakes  and  become  giants  or  elves 

a  rainfall  will  melt  the  giants  and  elves;  the 
sun  will  make  them  taller 

the  magic  potion  could  take  them  on  a  trip  through 
the  jungle,  zoo,  underwater. 
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GAME:    BECOMING  ANIMALS 
NUMBER:  ANY  SIZE  GROUP 

AGE  GROUP:  5-7.  s  io 

PURPOSE:  MIME/PHYSICAL 

EQUIPMENT: 
HOW  TO  PLAY: 


*  space  the  group  out  so  that  each  person  has  room  to  move 

*  leader  calls  out  animal  names 

*  each  child  reacts  physically  to  the  animal  name 

*  animal  sounds  accompany  movement 

*  select  a  variety  of  animals:    elephant,  snake,  bumblebee, 
sand  crab,  fish 

NOTES: 

*  encouraging  the  animals  to  be  believable 

*  use  the  entire  body;  face,  hands,  feet 

*  encourage  animal  sounds 

*  beware  of  animals  bumping  into  each  other 

VARIATION: 

*  become  objects:    racing  car,  space  ship,  coo  coo  clock,  sailboat, 
steam  engine,  rocket 
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GAME:  "BECOMING" 

NUMBER:  any  size  group 

AGE  GROUP:  PRESCHOOL,  5-7,  8-10 
PURPOSE:  DEVELOPS  MIME  SKILLS  AND  IMAGINATION! 
EQUIPMENT:  COSTUMES  OPTIONAL 

HOW  TO  PLAY: 


By  using  ALL  the  parts  of  the  body  (even  sound  effectsl)  BECOME: 

*  a  shirt  in  a  washing  machine;  then  be  pinned  on  the  clothesline 
on  a  windy  day 

*  toast  in  a  toaster 

*  water  in  a  faucet  *  crabs  dancing 

*  a  chicken  farm  *  mailmen,  doctors,  ice-cream 

sellers,  bakers 

*  a  pair  of  scissors 

*  toys  in  a  toybox 

*  building  blocks  of  any  shape 

*  clocks  ticking 

*  balloons  being  blown  up  and  being  let  loosel 

*  kites  flying 

*  snow  falling 

*  bees  buzzing 


GAME:   WHO  STARTED  THE  MOTION? 
NUMBER:    ANY  SIZE  GROUP,  GROUP  FORMS  A  CIRCLE 

AGE  GROUP:    8-10,  11-13 
PURPOSE:    PHYSICAL  GAME 

EQUIPMENT: 
HOW  TO  PLAY: 


*  one  player  leaves  the  room  or  area 

*  leader  selects  one  person  to  start  a  movement 

*  player  is  called  back  into  the  centre  of  circle 

*  person  who  is  starting  the  movement  changes  action  without  getting 
caught:    tapping  foot,  nodding  head,  swinging  arms 

*  everyone  in  the  circle  must  mirror  the  motions  without  staring 
right  at  the  initiator 

*  it  is  up  to  the  player  to  determine  who  is  starting  the  motion 

*  the  player  is  allowed  3  guesses 


NOTES: 

*  the  person  who  is  starting  the  motion  should  be  encouraged  to  take 
chances 

*  emphasize  the  importance  of  everyone  mirroring  the  leader  exactly 

*  avoid  staring  directly  at  the  leader 


GAME:    MASTER/ SLAVE 

NUMBER:  any  size  group 
AGE  GROUP:  s  o 

PURPOSEl     IMPROVISATION,  CHARACTERIZATION 

EQUIPMENT: 
HOW  TO  PLAY: 


*  one  person  is  the  leader;  the  rest  of  the  group  should  be  spaced 
out  evenly 

*  each  leader  is  allowed  3  commands 

*  the  leader  says,  "I  want  you  to  become  a  submarine"  (example  only) 

*  everyone  must  do  as  leader  says  until  leader  is  satisfied  with 
characterization 

*  leader  shouts  " Freeze  1"    and  everyone  freezes  in  their  position 

*  leader  gives  next  command 


NOTES: 

*  encourage  the  leaders  to  have  a  variety  of  commands  eg:  an  animal, 
an  object,  a  type  of  person 

*  the  leaders  should  know  what  the  commands  are  before  starting  the 

game 


GAME:      BECOMING  SNOWMEN 
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*  each  child  finds  his/her  own  space  to  work  in  and  closes  his/her  eyes 

*  imagine  the  most  special  and  different  snowman;  really  see  its  shape 
and  face 

*  open  your  eyes;  without  looking  at  the  others;  build  your  snowman 
exactly  the  way  you  see  him 

*  you  shape  his  arms,  legs,  body-is  he  fat?  skinny?  tall?  short?  Carve 
his  face  -  his  eyes,  nose,  cheeks 

*  really  build  the  snowman  with  "snow" 

*  once  he  is  built,  you  step  into  his  shape  -  really  feel  yourself 
become  the  snowman  I 

*  walk  about  and  observe  the  shapes  of  other  snowmen 

*  what  does  your  snowman  sound  like?    say  hello  to  another  snowman; 
have  a  chat 

*  suddenly  the  sun  shines  brightly;  you  slowly  start  to  melt--try  to  get 
the  spot  where  you  first  became  a  snowman 

*  you  melt  into  a  pool  of  water 


*  keep  describing  various  shapes  and  sizes  to  give  the  children  ideas 

*  reinforce  the  idea  that  their  body  parts  become  the  snowman's 


NOTES: 
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GAME:   SPACE  SUBSTANCES 

NUMBER:  any  size  group 
AGE  GROUP:  5  7  8-10. 1113 

PURPOSE:    IMAGINATION,  MIME 

EQUIPMENT: 
HOW  TO  PLAY: 


*  the  group  starts  in  a  horizontal  line  at  one  end  of  the  room 
(each  person  may  move  at  their  own  speedl) 

*  imagine  that  the  entire  room  is  filled  with  a  certain  substance 
eg:  quicksand,  melted  marshmellow,  bed  of  hot  coals,  spiderwebs, 
outer  space 

*  the  group  crosses  the  room  exploring  each  texture 

*  they  should  be  aware  how  it  effects  their  speed,  muscular  control, 
emotions 

*  try  to  make  various  shapes  with  the  substance 


NOTES: 

*  side  coach  with  "feel  it  against  your  body,  your  face;  really  react 
with  your  whole  body;  do  you  like  or  dislike  the  texture  against  your 
skin?" 

*  VARIATION:    in  smaller  groups-each  group  chooses  a  substance  they  want 
to  communicate;  they  then  decide  what  object  they  want  to  make  out  of 
this  substance  eg:  a  chair  made  out  of  feathers,  or  a  huge  ice  cream 
cone  made  of  cotton. 


leaders:  look  for  expression  of  believability  and  good  ensemble  work: 


-  20 

GAME:  TUG  OF  WAR 

NUMBER:    IN  PAIRS,  GROUP  FORMS  TWO  LINES  FACING  EACH  OTHER 

AGE  GROUP:  ANY  AGE  GROUP 

PURPOSE:    IMAGINATION,  PHYSICAL 

EQUIPMENT: 
HOW  TO  PLAY: 


*  each  pair  of  players  imagines  they  are  playing  a  game  of  tug  of  war 

*  really  see  the  rope  between  the  players  even  though  there  isn't  one 

*  the  players  should  feel  the  texture  and  shape  of  the  rope 

*  the  leader  calls  the  events  of  the  game  i.e.  "the  players  in  the  line 
to  my  right  are  pulling  harder  and  winning";  or  "both  lines  are  pulling 
with  all  their  might;  players  in  the  line  to  my  left  are  almost  dragging 
the  others  across  the  line  but  you  are  resisting..." 


NOTE: 

*  the  players  really  should  believe  they  are  involved  in  a  real  game 

*  the  leader  is  responsible  for  setting  up  the  excitement  and  the 
reality: 

*  they  should  be  exhausted  at  the  end  of  the  game 


VARIATION:    if  there  are  a  lot  of  children,  divide  them  into  four  teams 


GAME:    HUNTER  AND  THE  HUNTED 

NUMBER:    ANY  SIZE  GROUP;  GROUP  FORMS  A  CIRCLE 

AGE  GROUP:  s  lo,  n  is 

PURPOSE:    CONCENTRATION  EXERCISE 

EQUIPMENT:  TWO  BLINDFOLDS 

HOW  TO  PLAY: 

*  2  players  are  blindfolded 

*  disorient  them  by  moving  them  around  in  a  circle  and  have  people  on  the 
outside  make  lots  of  noise 

*  make  sure  they  are  far  apart  when  you  have  stopped  moving  them 

*  call  out  who  is  to  be  the  hunter  and  who  is  to  be  the  hunted 

*  the  objective  is  for  the  hunter  to  tag  the  hunted 

*  if  either  player  starts  to  move  toward  the  outside  circle  and 
accidentally  touches  someone,  the  leader  calls  "no"  and  the  player 
is  re-directed  towards  the  centre  of  the  circle 

NOTE: 

*  people  on  the  outside  of  the  circle  must  maintain  absolute  silence; 
no  extraneous  body  movement! 

*  the  exercise  is  good  discipline  for  both  players  and  people  forming 
the  ring 
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(jAME:   difficulty  with  a  small  object 
NUMBER:    SMALL  GROUP 

AGE  GROUP:   i  3 

PURPOSE:  MIME 

EQUIPMENT: 
HOW  TO  PLAY: 


*  each  player  in  the  circle  thinks  of  an  object  that  presents  a  problem, 
i.e.  broken  zipper,  a  ring  stuck  on  a  finger,  tying  a  shoe 


*  each  player,  through  mime,  must  show  the  rest  of  the  circle  what  the 
object  is,  what  the  problem  is,  and  must  resolve  the  problem 

*  each  player  communicates  this  between  30-60  seconds. 


NOTES: 


*  look  for  believability  of  the  problem  and  reality  of  the  object- 
MIME  MUST  BE  PRECISE  AND  DETAILED! 


*  30  seconds  is  a  lot  of  timel    There  is  no  need  to  rushi 


VARIATION:    same  problem  only  with  2  people  working  with  a  difficult 
object  which  is  larger 
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GAME:  TUBE  TRANSFORMATION 
NUMBER:  ANY  SIZE  GROUP 

AGE  GROUP:  5-7.  s  io 
PURPOSE: 

EQUIPMENT:    tube  from  the  inside  of  a  wrapping  paper  roll 

HOW  TO  PLAY: 

*  pass  the  tube  from  player  to  player 

*  each  player  shows  how  the  tube  may  be  used  as  something  else  i.e. 
pencil,  telescope,  straw 

*  sound  effects  may  be  used  while  miming  the  object 

*  keep  going  around  circle  several  times;  it  is  not  unusual  for  the  more 
inventive  transformations  to  occur  later  on  in  the  game 

NOTE: 

*  prevent  other  players  from  giving  suggestions  when  they  do  not  have  the 
tube 

*  encourage  them  to  really  act  out  how  the  object  is  to  be  used 

*  if  someone  cannot  think  of  an  idea,  don't  belabour  the  issue;  pass  the 
tube  to  the  next  person 

VARIATION:    any  other  shaped  object  may  be  used  i.e.  box,  plastic  pail, 
hoola  hoop 


GAME:    PARTS  OF  A  WHOLE 
NUMBER:  ANY  SIZE  GROUP 
AGE  GROUP:   ANY  AGE  GROUP 
PURPOSE:    IMAGINATION,  MIME 

EQUIPMENT: 
HOW  TO  PLAY: 

*  one  player  starts  by  becoming  part  of  a  large  object  and  accompanies 
the  movement  with  sound  e.g.  the  ringer  of  a  washing  machine  or  a 
pendulum  of  a  clock 


*  as  soon  as  the  part  and  nature  of  the  object  becomes  clear  to  another 
player,  that  player  adds  on  to  the  object 


*  this  continues  until  as  many  audience  members  as  possible  can  add  onto 
the  object 

NOTE: 

*  encourage  players  to  take  a  chance  even  though  they  may  not  be  sure 
what  the  object  may  be 

*  encourage  sound  effects  and  consistent  movement 
VARIATION:    parts  of  an  animal,  parts  of  a  statue  or  a  painting 
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GAME: 


LEMONADE 


NUMBER:    ANY  SIZE  GROUP 
AGE  GROUP:  ANY  AGE  GROUP 


PURPOSE:  PHYSICAL  GAME 


EQUIPMENT: 
HOW  TO  PLAY: 


*  separate  the  group  into  two  teams  with  each  having  their  own  home  base 

*  one  team  must  form  a  tableau  (freeze  position)  of  a  particular  event  or 
place  e.g.  circus,  zoo,  space  invasion 

*  team  #1  performs  the  tableau  and  team  #2  tries  to  guess  what  the  tableau  is 

*  when  the  right  answer  is  shouted  out,  team  #1  yells  "lemonade"  and 
starts  to  run  from  their  home  base  toward  team  #2's  home  base 

*  if  you  are  tagged  by  members  of  team  #2  along  the  way,  you  must  join 
their  team 

*  team  #2  now  performs  a  tableau  and  team  #1  attempts  to  guess 
NOTE: 

*  encourage  ensemble  effort 

*  freeze  should  be  held  without  distraction--CONCENTRATE! 

*  tagging  should  be  done  gently 


J 


GAME:  HOT  POTATO 

NUMBER:  any  size  group 

AGE  GROUP:  ANY  AGE  GROUP 
PURPOSE:   CONCENTRATION,  COORDINATION 
EQUIPMENT:  A  SMALL  BALL  OR  BEAN  BAG 

HOW  TO  PLAY: 


*  everyone  should  form  a  circle 


*  a  small  ball  or  bean  bag  is  tossed  to  anyone  in  the  circle 


*  as  soon  as  the  ball/bean  bag  is  caught,  the  player  must  shout  out 
the  name  of  an  animal 


*  that  person  must  then  toss  the  ball  to  another  person  in  the  circle 


*  if  there  is  too  long  a  hesitation  after  the  ball  is  caught  or  if  an 
animal  name  is  repeated  by  a  player,  then  that  player  steps  out  of 
the  circle  and  becomes  a  referee  i.e.  listens  for  repeats  or  delays 


*  this  elimination  continues  until  there  are  only  4  players  left 


NOTES: 


*  LEADERS:  REMIND  THOSE  PEOPLE  WHO  ARE  ELIMINATED  FROM  THE  CIRCLE  THAT 
THEY  ARE  STILL  PART  OF  THE  GAME  AND  THAT  THE  ROLE  OF  REFEREE  IS  VERY 
IMPORTANT! 


*  have  a  practice  round  before  you  start  an  elimination  game 


r 
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GAME:    MINISTER'S  CAT 


NUMBER:  ANY  NUMBER 


*  everyone  should  be  seated  in  a  circle 


*  the  group  sets  a  rhythmical  clap  of  four  beats;  this  can  be  hand  claps, 
or  knee  claps 


*  start  with  the  first  letter  of  the  alphabet 


*  the  first  person  says:    "the  minister's  cat  is  an  angry  cat,"  clap 
clap,  clap,  clap;  the  second  person  says  "the  minister's  cat  is  an 
alley  cat,"  clap,  clap,  clap,  clap,...  everyone  has  a  turn 

*  start  over  again,  only  now  go  on  with  words  beginning  with  the  letter  "B" 


*  if  a  person  cannot  think  of  a  word  or  repeats  a  word,  then  they  are 
eliminated  from  the  circle  and  act  as  a  referee  (like  the  Hot  Potato  game) 


*  you  must  say  the  word  before  the  4  claps  are  up 


*  ONCE  AGAIN,  REMIND  THOSE  PEOPLE  WHO  ARE  ELIMINATED  FROM  THE  CIRCLE  THAT 
THEY  ARE  STILL  PART  OF  THE  GAME  AND  THAT  THE  ROLE  OF  THE  REFEREE  IS 
VERY  IMPORTANT 

*  have  a  practice  round  before  you  start  an  elimination  game 
VARIATION:    use  names  of  cities,  countries,  movie  stars 


NOTES: 
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GAME:   FORTUNATELY?  UNFORTUNATELY 
NUMBER:    ANY  SIZE  GROUP 

AGE  GROUP:  13 

PURPOSE:  VOCAL 

EQUIPMENT: 
HOW  TO  PLAY: 

*  sit  the  group  in  a  circle 

*  the  first  person  in  the  circle  starts  off  with  a  sentence  beginning 
with  unfortunately  e.g.  "unfortunately  I  passed  my  math  exam;  the 
second  player  starts  with  a  sentence  beginning  with  fortunately  e.g. 
"fortunately  I  failed  my  science  exam" 

*  this  "fortunately"  and  "unfortunately"  is  alternated  all  around  the  circle 

*  try  to  avoid  simple  opposites  e. g. "unfortunately  I  lost  my  wallet," 
"fortunately  I  found  iti"    This  prevents  the  story  from  advancing 
and  is  not  encouraging  the  children  to  be  imaginative 

NOTES: 

*  once  again,  encourage  the  players  to  make  the  story  colourful  and 
descriptive 

*  make  sure  everyone  can  be  heard 

*  encourage  them  to  look  at  everyone  while  they  are  speaking 


*  if  someone  is  stuck  for  words,  don't  force  them  to  continue--he/she 
may  add  something  later  on 
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GAME:    PASS  THE  STORY 
NUMBER:    ANY  SIZE  GROUP 

AGE  GROUP:  any  age  group 

PURPOSE:     IMPROVISATION,  vocal  EXERCISE 

EQUIPMENT: 
HOW  TO  PLAY: 

*  everyone  should  be  seated  in  a  circle 

*  the  first  person  in  the  circle  starts  telling  a  story 

*  the  group  might  choose  a  theme  i.e.  western,  fantasy,  science  fiction 

*  after  the  first  player  has  spoken  for  about  one  minute,  the  story 
is  passed  onto  the  next  person  in  the  circle 

*  that  person  continues  for  one  minute  and  then  passes  the  story  to 
the  next  person  -  everyone  has  2  turns 

*  the  entire  group  creates  a  story  together  I 

*  the  story  may  be  given  an  ending  by  the  last  person  in  the  circle  or 
if  the  story  is  really  at  an  exciting  point,  go  around  the  circle  again 

NOTES: 

*  encourage  the  players  to  make  the  story  colourful  and  descriptive 

*  make  sure  everyone  can  be  heard 

*  encourage  them  to  look  at  everyone  while  they  are  speaking 

*  if  someone  is  stuck  for  words,  don't  force  them  to  continue--he/she 
may  add  something  later  on 

VARIATION:    one  word  story;  same  idea  as  above  only  each  player  is  only 
allowed  one  word;  this  means  that  everyone  will  have  to  do 
some  pretty  fast  thinking! 
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GAME:     FAVORITE  OBJECT 


*  each  child  finds  his/her  own  space  and  closes  his/her  eyes 

*  concentrate  on  thinking  of  your  favourite  thing  e.g.  food,  toy,  animal 

*  REALLY  SEE  the  picture  in  your  head 

*  leaders-list  what  items  they  should  be  thinking  of  i.e.  colour,  texture, 
shape,  weight 

*  in  their  own  space,  with  eyes  open,  the  children  paint  this  object  in 
the  air  with  an  imaginary  paintbrush,  a  "magic  paintbrush" 

*  once  they  have  finished  their  drawing,  they  lift  the  object  from  the  air 
and  it  becomes  a  3  dimensional  shape  which  they  can  hold 

*  ask  them  to  carry  their  object  into  a  circle 

*  each  person  shows  what  their  object  is  through  mime 
NOTES: 

*  LEADERSI    It  is  important  for  the  leader  to  keep  offering  descriptive 
possibilities.    Try  to  encourage  the  children  to  really  see  the  imaginary 
object.    When  they  show  the  object,  they  may  use  sound  effects. 
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GAMEl     BECOME  OBJECTS  AS  A  GROUP 


NUMBER:  groups  of  4  or  5 


*  each  group  decides  what  object  they  want  to  become 

*  each  person  in  the  group  must  play  part  of  the  object  and  accompany 
the  movement  with  the  appropriate  sound  effect 

*  the  groups  are  given  about  5  minutes  to  rehearse 

*  each  group  performs  the  object  and  when  they  finish,  the  other  groups 
try  and  guess  what  the  object  is 

NOTES: 

*  make  the  object  believable 

*  cooperation  within  the  group  is  VITAL  1 

*  the  sound  effects  are  very  important 

*  the  group  can't  be  every  part  of  an  object  so  it  is  up  to  the  group 


to  decide  which  parts  would  best  communicate  the  object  to  an  audience 


J 
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GAME:  BUS  STOP 

NUMBER:   3  PEOPLE  SITTING  IN  A  ROW,  ON  CHAIRS 

AGE  GROUP:   8-10,  11-13 

PURPOSE:   MIME,  IMAGINATION 

EQUIPMENT:  CHAIRS 

HOW  TO  PLAY: 

*  the  3  players  sit  on  chairs  as  if  they  were  on  a  bench  at  a  bus  stop 

*  each  player  takes  a  minute  to  think  about  who  they  are,  where  they 
are  going  and  what  effect  it  has  on  them 

*  after  a  few  minutes  the  leader  says,  "the  bus  is  coming";  the  players 
should  react  to  this  e.g.  are  they  glad,  are  they  sad,  are  they  worried 
because  they  will  be  late? 

*  the  bus  stops  in  front  of  the  bench  and  they  get  on  (still  in  character) 

*  the  players  sit  back  on  the  chairs  as  themselves 

*  the  audience  tries  to  determine  the  destination  of  each  player 
NOTES: 

*  look  for  believable  characterization  and  expression  here 

*  the  characters  don't  interact  with  each  other;  they  are  only  to  concentrate 
on  where  they  are  going  and  how  they  feel  about  going  there 

VARIATION:    same  arrangement  only  the  players  must  communicate: 
a)  their  age  or  2)  their  occupation 
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GAME:  TABLEAUS 
NUMBER:   GROUPS  OF  4  or  5 

AGE  GROUP:  s  io,  1113 

PURPOSE:    MIME,  IMAGINATION 

EQUIPMENT:  set  of  cards  which  have  ideas  for  a  tableau  on 

EACH  CARD  E.G.  THE  BANK  ROBBER,  THE  BIRTHDAY  PARTY, 

HOW  TO  PLAY: 


*  each  group  takes  a  card 


*  they  have  5  minutes  to  form  the  tableau  (freeze  position)  keeping  in 
mind:    facial  expression,  physical  stance,  the  focus  of  the  scene, 
making  sure  everyone  in  the  tableau  can  be  easily  visible  to  the 
audience 


*  when  each  group  is  ready  to  present  its  tableau,  someone  in  the  group 

is  responsible  for  calling  "freeze"  immediately;  the  group  must  form 

the  tableau  and  hold  this  position  for  several  seconds  or  until  the 
audience  has  had  a  chance  to  determine  what  the  tableau  is 


NOTES: 


*  each  group  may  select  a  director  if  they  like  but  everyone  is  responsible 
for  suggestions 


*  emphasize  the  importance  of  facial  and  physical  expression  in  order  to 
communicate  the  idea  or  title 


VARIATION:    triple  tableaus:  the  same  idea  only  they  have  3  tableaus  in  order 
to  communicate  a  story,  each  tableau  shows  the  progression  of  the  story 
e.g.  the  birthday  party:    tableau  1)  blowing  out  candles 

tableau  2)  eating  cake 

tableau  3)  opening  presents 
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GAME:    SEEING  A  SPORT 
NUMBER:     IN  GROUPS  OF  4  OR  5 

AGE  GROUP:  5-7 

PURPOSE:  MIME 

EQUIPMENT: 
HOW  TO  PLAY: 


*  each  group  decides  what  sport  they  want  to  watch 


*  give  the  groups  about  a  5  minute  rehearsal  time  to  decide  what  the 
sport  is,  what  the  environment  is  (is  it  crowded,  is  it  hot  or  cold), 
whether  the  team  they  are  cheering  for  is  winning  or  losing 


*  THEY  ARE  WATCHING  THE  GAME  FROM  A  DISTANCE! 


*  the  members  of  the  group  are  not  to  interplay  with  each  other,  but 
merely  concentrate  on  watching  the  game 


*  after  the  rehearsal  period  each  group  presents  its  mime;  after  the  mime 
the  rest  of  the  groups  try  and  guess  what  the  sport  is 


NOTES: 

*  AGREEMENT  WITHIN  THE  GROUP  IS  OF  UTMOST  IMPORTANCE! 


*  encourage  them  to  really  see  the  action,  feel  the  environment,  react 
emotionally  to  the  plays 
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GAME:  MIRROR  EXERCISE 

NUMBER:  in  pairs,  standing 
AGE  GROUP:  any  age  group 

PURPOSE:  PHYSICAL 

EQUIPMENT: 
HOW  TO  PLAY: 


*  player  A  and  player  B  in  each  pair 

*  player  A  initiates  the  first  movement  (may  be  abstract  or  realistic) 

*  player  B  must  mirror  the  moves  and  the  facial  expressions 

*  after  a  few  minutes,  reverse  roles 

*  when  the  idea  of  the  exercise  has  been  explored,  reverse  the  roles 
again  and  have  the  player  act  out  a  specific  activity  e.g.  making  a 
meal,  packing  a  suit  case,  getting  washed  in  the  morning 

*  present  each  scenario  to  the  audience 
NOTES: 

*  make  sure  the  movements  are  not  too  fast;  the  partner  has  to  be 
able  to  keep  up  with  the  initiator 

*  encourage  them  to  explore  various  facial  expressions  and  levels  of  movement 

*  really  imagine  you  are  looking  in  a  mirror 
VARIATION:    mirror  funny  and  unique  walking  styles 
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GAME:     IMAGINARY  BASKETBALL 


NUMBER: 

AGE  GROUP:  ANY  AGE  GROUP 
PURPOSE:  MIME 

EQUIPMENT: 
HOW  TO  PLAY: 


ANY  SIZE  GROUP;  SHOULD  BE  IN  2  LINES,  FACING  A  PARTNER, 
ABOUT  10  FEET  APART 


*  Line  "A"  starts  with  basketball,  making  sure  the  size  and  shape  are 
real istic 


*  when  the  leader  cues  them  to  "GO",  the  imaginary  balls  are  thrown 
simultaneously.  Line  "B"  catches  the  balls  making  sure  to  maintain 
shape  size 

*  when  they  have  tossed  the  ball  back  and  forth  a  few  times,  change  the 
texture  or  weight  of  the  ball  e.g.  the  ball  is  made  of:  glass, 
sticky  candy  fluff  OR  the  ball  is  now  10  lbs. 


NOTES: 

*  LEADERSl    Stress  the  believabil i ty  of  shape  and  size 

*  make  sure  the  group  waits  for  the  "GO"  cue  before  throwing 


GAME:    EXPERTS  ON  A  TOPIC 

NUMBER:     any  number:    in  groups  OF  3 

AGE  GROUP:   8-10,  11-13 

PURPOSE:  VOCAL/CONCENTRATION 

EQUIPMENT: 
HOW  TO  PLAY: 

*  each  group  has  2  speakers  and  a  referee 

*  the  leader  gives  a  topic  for  discussion  which  is  fun  and  not  too 
general  e.g.  snowflakes,  bubblegum,  rainbows,  kites 

*  on  the  cue  of  "GO"  both  speakers  begin  talking  about  this  topic  at 
the  same  time  for  one  minute 

*  the  speakers  must  maintain  eye  contact  and  they  must  not  stop  to  think 
or  repeat  themselves 

*  the  referee  is  there  to  make  sure  that  the  speakers  follow  the  instructions 

*  the  idea  is  TO  SPEAK  WITH  CONFIDENCE  AND  IMAGINATION,  WHILE  BEING  ABLE 
TO  MAINTAIN  CONCENTRATION 

*  alternate  speakers  and  referees 


NOTES: 

*  encourage  high  energy  and  excitement  of  speech 

*  shouting  should  not  be  necessary 

*  eye  contact  is  important 

*  hand  actions  should  be  encouraged 


VARIATION:    each  person  is  assigned  a  topic  of  discussion  which  he/she 
must  speak  on  for  one  minute;  one  person  is  an  expert  on  a 
topic  of  interest-the  audience  asks  the  expert  questions  and 
the  expert  will  have  an  answer  no  matter  how  crazy  the  answer 


-  38  - 


GAME:    PICK  A  PROP 


A  BRIEFCASE,  A  BASEBALL  BAT 


HOW  TO  PLAY: 


*  each  pair  chooses  a  prop 


*  the  prop  becomes  the  focus  or  start  of  a  short  scene  and  the  players 
must  figure  out  how  they  would  fit  into  the  scene  e.g.  if  they  start 
with  a  flashlight,  they  might  improvise  a  scene  whereby  2  robbers 
are  breaking  into  a  house 


*  each  scene  should  last  about  3  minutes  maximum  to  begin  with 


*  LEADERS:  IF  THE  SCENE  NEEDS  TO  GO  A  LITTLE  LONGER,  ALLOW  THEMl 


*  the  prop  is  merely  a  vehicle  for  a  scene  to  develop--what  you  are 
really  interested  in  is  THE  RELATIONSHIP,  THE  CHARACTERS,  AND  A  FUN 


VARIATIONS:    pick  a  pair  of  glasses  or  hat  then  create  a  story  around 
the  type  of  characters  which  would  wear  that  particular 
hat  or  glasses 


NOTES: 


STORY! 


V 


GAME:  WHERE  AM  I? 
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NUMBER:   individual  performance 

AGE  GROUP:  b  io.  ms 
PURPOSE:  MIME 

EQUIPMENT:    CARDS  WITH  VARIOUS  PLACES  WRITTEN  ON  THEM  E.G. 

GROCERY  STORE,  MOVIE  THEATRE,  DOCTOR'S  OFFICE, 

HOW  TO  PLAY:  submarine,  bank 


*  each  player  picks  a  card  and  communicates  to  the  audience  where  he/she 
is  by  showing  three  activities  or  objects  that  relate  to  this  parti culc 

place  e.g.     bank  -  1)  line-up 

2)  hold-up 

3)  receiving  cash 


★ 


the  audience  should  NOT  SHOUT  OUT  THE  ANSWER  until  the  player  has 
finished  performing 


NOTES: 


*  try  communicating  a  sport  or  profession 
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GAME:  OCCUPATIONS 


ONE  I.E.  ONE  OCCUPATION  PER  CARD 


HOW  TO  PLAY: 


*  one  person  picks  a  card  out  of  a  box  or  envelope,  and  tries  to  communicate 
what  the  occupation  is  through  miming  the  activities  which  match  the 
occupation 


*  the  audience  should  not  shout  out  the  answer  until  the  child  has 

finished  presenting  his/her  mime  (usually  about  30  seconds  to  1  minute) 


NOTES: 


*  give  the  player  a  few  seconds  to  think  of  how  he/she  will  communicate 
the  occupation 


*  remind  them  to  keep  their  movements  slow  and  clear! 


VARIATIONS:    communicate  a  musical  instrument,  an  animal,  a  sport 


v. 


GAME:  STORY  THEATRE 

NUMBER:  groups  of  4  or  5 
AGE  GROUP:  s  10, 1113 

PURPOSE:  IMPROVISATION 

EQUIPMENT: 
HOW  TO  PLAY: 

*  each  group  picks  a  story  that  it  would  like  to  interpret  (fairy) 
tales  are  usually  good  as  everyone  is  familiar  with  them) 

*  the  group  must  form  5  tableaus  (freeze  positions)  to  communicate 
the  story 

*  suggestion:    the  tableaus  should  depict  the  highlights  of  the  story 

*  after  they  have  done  the  tableaus,  they  must  rehearse  in  order  to 
bring  the  tableau  to  life--a  narrator/actor  may  be  needed  to  connect 
the  scenes 

*  allow  about  30-40  minutes  rehearsal  time 

*  each  group  performs  its  playlet  starting  with  the  5  tableaus 

*  it  is  fun  to  have  the  audience  guess  what  the  story  is  after  the 
5  tableaus  are  performed 

NOTES: 

*  THIS  EXERCISE  IS  A  GROUP  EFFORT!    Everyone  is  responsible  for  scene 
ideas  and  all  members  should  appear  in  each  tableau  even  if  they 
must  play  objects,  trees,  or  animals 


GAME:    WHO  AM  I? 
NUMBER:    individual  exercise 
AGE  GROUP:    8-10,  11-13 
PURPOSE:  CHARACTERIZATION 

EQUIPMENT: 
HOW  TO  PLAY: 


*  the  player  thinks  of  a  character,  preferably  someone  that  the  whole 
class  will  recognize 


*  the  player  sits  in  front  of  the  group 

*  the  rest  of  the  group  has  20  questions  in  order  to  find  out  who  this 
person  is 

*  the  person  being  questioned  may  only  answer  "yes"  or  "no" 

*  as  they  only  have  20  questions,  encourage  them  to  be  useful  ones 
NOTES: 

*  the  audience  has  the  responsibility  to  decide  what  type  of  question 
is  relevent  in  order  to  find  out  who  the  character  is 
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GAME:    THE  HOT  SEAT 


*  each  player  thinks  of  a  character  that  he/she  would  like  to  become— 
movie  star,  historical  person,  storybook  character,  a  relative,  etc. 

*  everyone  finds  a  spot  on  the  floor  and  sits  with  their  eyes  closed 

*  the  leader  helps  them  develop  their  characters  by  asking  questions 

e.g.  "how  old  are  you?",  "what  is  your  occupation?",  "how  tall  are  you?", 
"how  do  you  walk  and  talk?",  "are  you  friendly  or  shy?" 

*  once  you  have  listed  the  traits  and  they  have  a  good  character  in 
mind,  the  leader  slowly  asks  them  to  become  that  character 

*  each  character  then  has  a  turn  on  the  hot  seat  (a  chair  in  front  of 
the  audience) 

*  the  audience  then  interviews  each  character;  the  characters  must 
maintain  vocal  and  physical  traits  throughout  the  interview 

*  the  characters  will  have  to  think  of  answers  to  the  questions  spontaneously 


*  keep  reminding  them  that  they  are  in  character  and  that  if  they  have 
difficulty  maintaining  character  they  should  think  of  the  picture  that 
they  had  in  their  mind  of  that  character 

*  CONFIDENCE  AND  BELIEVABILITY! 


NOTES: 


V 


GAME: 
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COLOUR  GAME 


QUIET  EXERCISE;  TRY  USING  AT  THE  END  OF  THE  SESSION 


EQUIPMENT:    MUSIC  (OPTIONAL) 

HOW  TO  PLAY: 


*  have  the  children  lie  down 


*  if  music  or  an  instrument  is  available,  play  a  quiet  or  soothing 


*  leader  says,  "I  now  see  the  colour  blue." 

*  any  child  wearing  blue  gets  up,  collects  shoes,  coat,  etc. 
and  leaves 

*  say  each  colour  until  all  the  children  have  left 
NOTES: 

*  It's  great  to  end  of  the  session  in  a  calm,  relaxed  atmospherel 


sound 
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The  following  is  a  list  of  scene  ideas  for  story  theatre  or 
group  improvisation: 

*  kidnapped 

*  the  moon  landing 

*  the  mad  scientist 

*  the  secret  door 

*  the  year  2001 

*  the  strange  visitor 

*  our  first  camping  trip 

*  my  new  baby  sister 

*  the  haunted  house 

*  the  time  machine 

*  the  lost  island 

*  a  special  day  at  school 

*  making  of  a  movie  . 

*  a  day  of  shopping 

*  the  great  detective 

*  the  impossible  mission 

*  the  barber/hairdresser 

*  the  wonder  dog 

*  the  great  robbery 

*  the  mad  tea  party 

*  life  of  a  rock  star 


COMMERCIALS  are  lots  of  fun  to  improvise.  Either  have  the  group  make 
up  their  own  or  create  "take-offs"  of  the  originals. 


EVALUATION 


"Evaluation"  is  a  process  which  is  ongoing  throughout  each  exercise 
and  every  session.    Perhaps  the  most  reliable  method  of  evaluating 
the  group  is  by  observing  behaviour.    Look  for: 

1.  increased  concentration  during  games 

2.  the  ease  in  which  participants  verbalize 

3.  increased  freedom  of  movement  and  use  of  the  space 

4.  a  greater  number  of  ideas  (the  group  is  REALLY  involved  if  ideas 
are  added  spontaneously  to  a  scene) 

5.  most  important  of  all,  look  and  listen  for  smiles  and  laughsl 

If  the  children  are  not  involved,  the  leader  will  know  IMMEDIATELY! 
Giggling,  embarrassed  or  puzzled  looks,  showing  off,  and  hesitancy  in 
doing  any  activity  means... time  to  review  the  "Leader's  Role"  section. 

It  is  helpful  for  the  leader  to  evaluate  their  own  leadership  methods. 
Successful  leadership  qualities  involve  the  leader's  ability  to: 

1.  stimulate  and  motivate  the  group 

2.  respond  openly  to  the  children's  ideas  and  contributions 

3.  be  energetic  in  directing  the  group 

4.  control  the  group 

LEADERS:  REMEMBER: 

*  evaluation  is  an  ongoing  process 

*  be  flexible 

*  observe  behaviours 
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SESSION  PLANNING 


Available  space,  amount  of  time  for  the  session,  age  of  the  group  and 
their  developmental  state  are  all  factors  which  will  affect  the  planning 
of  a  session. 


"ONE  TIME"  SESSIONS 


For  single  session  planning,  begin  with  a  few  quick  warm-up  exercises. 
Follow  these  by  playing  a  concentration  game.    By  doing  this  exercise, 
the  group  will  then  be  aware  of  the  commitment  that  is  necessary  in  order 
to  make  each  game  and,  consequently,  the  session  successful. 

It  is  important  to  plan  an  equal  number  of  quiet  and  physical  games.  Not 
only  does  it  prevent  the  session  from  becoming  boring,  but  introduces  and 
develops  a  variety  of  skills. 

Within  the  program,  introduce  the  concept  of  IMPROVISATION  i.e.  scenes 
whereby  participants  know  what's  going  to  happen,  but  the  dialogue  is 
not  written  down.    Rather,  it  is  made  up  during  the  playing  of  the  scene. 

LEADERSI     Please  remember  to  be  open  to  suggestions  for  improvisational 
scenes  and  story  ideas.    Be  cautious,  though--taking  suggestions  may 
encourage  competition  between  group  members,  which  eliminates  the  fun  in 
the  learning  of  a  skill.     REMIND  EVERYONE— THE  GROUP  HAS  COMMON  GOALS: 
FUN  AND  LEARNING  TOGETHERl 


SAMPLE  SESSION: 


GAME 

AGE 

GROUP 

TIME 

HOT  POTATO 

11- 

13 

10 

min. 

DODGE  'EM 

11- 

13 

10 

min. 

BECOMING  OBJECTS 

11- 

13 

10 

min. 

PASS  THE  STORY 

11- 

13 

10 

min. 

DISCUSSION  AND  QUESTIONS 

5 

min. 

HINTS: 

*  add  10  minutes  onto  the  first  session  in  order  to  introduce  everyone, 
distribute  name  tags  and  describe  the  sessions  objectives 

*  carefully  define  the  BEGINNING  AND  THE  ENDING  OF  EACH  ACTIVITY  e.g. 
"begin"  and  "freeze" 
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*  try  ending  the  session  with  a  quiet  game 

*  the  first  activity  shouldn't  be  too  difficult.    Instead,  it  should  be  a 
fun  and  relaxed  set  of  "group"  games.    As  the  session  progresses,  the 
games  should  become  more  challenging. 


A  KEYNOTE  FOR  LEADERS:    A  WELL-SHAPED  LESSON  LEADS  TO  A  SATISFYING 
CONCLUSION! 

When  a  leader  has  an  extended  time  period  for  a  drama  program,  develop 
SPECIFIC  GOALS  for  each  session.    For  example,  one  session  may  concentrate 
on  the  development  of  relaxation,  or  mime.    The  following  session  may 
extend  into  characterization  and  improvisation.    It  is  important  to 
remember  that  EVERY  SESSION  WILL  BE  DIFFERENT,  DEPENDING  ON  BOTH  THE 
MOOD  OF  THE  CHILDREN  AND  THE  LEADER!    BE  PATIENT.    CONTINUE  TO  BEGIN 
EACH  CLASS  ENERGETICALLY  AND  MOVE  QUICKLY  FROM  ONE  EXERCISE  TO  ANOTHER. 

When  the  group  is  ready  to  start  the  final  drama  project,  encourage  them 
to  imagine  and  develop  their  own  ideas.    Brainstorm  (don't  forget  to 
"accept"  rather  than  "evaluate"!)    What  are  the  group's  interests?  How 
can  each  game  further  group  skills  and  at  the  same  time  help  develop 
scenes?    Write  all  of  the  suggestions  on  a  blackboard. 

When  the  group  is  ready  to  begin  rehearsing,  emphasize  to  the  children 
that  they  have  to  think  about  WHAT  they  will  do  in  a  scene  and  what 
ACTIONS  they  will  perform.    Scenes  must  have  a  BEGINNING,  a  MIDDLE,  and 
an  ENDING--ask  questions  to  give  them  direction  and  focus.    For  example: 


Only  discuss  these  questions  AS  LONG  AS  IT  HELPS  TO  MOTIVATE  AND  INITIATE 
IDEAS!    Also,  remember  that  some  children  will  be  hesitant  about  verbalizing 
while  others  will  be  willing  and  able.    The  quiet  ones  can  still  participate 
in  the  playing  of  the  scene. 

When  the  group  projects  are  ready  to  "perform,"  show  the  best  prepared, 
most  likely  to  succeed  group  first. 


PLANNING  FOR  DRAMA  PROGRAMS  (i.e.  more  than  1  session) 


*  WHO  are  they  in  the  scene? 

*  WHAT  are  they  going  to  do? 

*  WHAT  problems  will  occur? 

*  HOW  will  they  solve  them? 

*  HOW  will  the  story  end? 
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SAMPLE  PROGRAM 


AGE  GROUP:    11-13  years 

LENGTH  OF  PROGRAM:    8  classes 

LENTGH  OF  SESSIONS:    Ih  hours 

NUMBER  IN  CLASS:    minimum  8,  maximum  16 


SESSION  #1 

GAME  PAGE  TIME  (min.) 

INTRODUCTION/NAME  TAGS  15 

SPACE  SUBSTANCES  a)  entire  class 

b)  small  groups  10 

SEEING  A  SPORT  15 

MIRROR  EXERCISE 

a)  abstract  movement  5 

b)  daily  activity 

rehearse  and  perform  15 

PASS  THE  STORY  10 

DISCUSSION  AND  QUESTIONS  5 


SESSION  #2 


HOT  POTATO  '  10 

BECOME  OBJECTS 

a)  spontaneous  -  the  leader 
calls  out  objects,  each 
small  group  immediately 
becomes  each  object  with- 
out time  to  rehearse  10 

b)  each  group  selects  the 
object  they  want  to  be; 

rehearses  &  performs  15 
IMAGINARY  BASKETBALL  10 
WHERE  AM  I?  20 

EXPERTS  ON  A  TOPIC 

a)  in  three's 

b)  special  expert  10 
PARTS  OF  A  WHOLE  10 
DISCUSSION/QUESTIONS  5 


SESSION  #3 


MINISTER'S  CAT  10 
EMOTIONS  '  10 

BUS  STOP  25 

TABLEAU S 

a)  single-rehearse 

&  perform  10 

b)  story  tableau  - 

rehearse  &  perform  20 

ONE  WORK  STORY  10 
DISCUSSION/QUESTIONS  5 

SESSION  #4 

WHO  STARTED  THE  MOTION?  10 

PICK-A-PROP  35 

FORTUNATELY/UNFORTUNATELY  15 

HUNTER/HUNTED  10 

DISCUSSION/QUESTIONS/EXPLANATION 
OF  "HOT  SEAT"  i.e.  bring  a 
character  and  costume  to  the 

next  class  5 


SESSION  #5 


HOT  SEAT  -  explain  to  the  class 
that  this  is  going  to  take  up 
most  of  the  class  time  and 

demands  a  lot  of  concentration  10 

a)  getting  into  character  10 

b)  interviewing  characters  45 
(approximately  2-3  min. /person)  15 

c)  characters  meet  each  other 

-  in  pairs  15 

HUNTER/ HUNTED  15 
DISCUSSION/QUESTIONS  5 


SESSION  #6 


DIFFICULTY  WITH  A  SMALL  OBJECT  15 

2  PERSONS  IMPROVISATIONS  45 
-  pick  a  scene  idea  from  scene 
list;  rehearse  and  perform; 
each  scene  should  be  about 
3-4  minutes 


SESSION  #7 


GROUPS  REHEARSE  STORY  THEATRE  45 

PRESENT  STORIES  FOR  CLASS  20 
-  leader  gives  suggestions 
after  each  presentation 

GROUPS  REHEARSE  IMPROVEMENTS  10 

DRAW  UP  PROP  AND  COSTUME  LIST  10 

DISCUSSION/QUESTIONS  5 


NOTE:    stories  should  be  about  5  minutes  each; 
props  and  costumes  should  be  kept  very 
simple 


SESSION  #8 


PREPARE  PROPS,  COSTUME,  MAKE-UP  30 

REHEARSE  STORIES  30 

AUDIENCE  ARRIVES,  PERFORMANCE  BEGINS  15 

CLEAN  UP  AND  QUESTIONS  -  while  the  15 
children  are  packing  up,  leaders 
may  want  to  speak  with  parents 
regarding  the  program  content  or 
development  of  the  children 


NOTE:    before  the  performance,  explain  to  audience  what  story 

theatre  is  and  ask  the  audience  to  use  their  imaginations 
as  costumes,  set,  and  props  are  minimal 


-  52  - 


BIBLIOGRAPHY 


Drama  Manual ,  Edmonton:    Parks  and  Recreation,  Edmonton,  1973. 


Durland,  Frances  Cladwell.    Drama  in  Education,  Kent,  Ohio: 
University  Press,  1975, 


Heinig,  Ruth  Beall .    Creative  Drama  For  The  Classroom  Teacher. 
Northwestern  University  Press,  1981. 


Sher,  Anna.    100+  Ideas  For  Drama,  London:    Heinemann  Educational 
Press,  1975. 


Spolin,  Viola.    Improvisation  For  The  Theatre.  Northwestern 
University  Press,  1963. 


Way,  Brian.    Development  Through  Drama,  London:    Longmans  Press, 
1967. 


Wilder,  Rosilyn.    A  Space  Where  Anything  Can  Happen:  Creative 
Drama  In  A  Middle  School.    Rowayton,  Conneticut,  1977. 


E9 


N.L.C.  -  B.N.C. 


Illilllii 

3  3286  05323232  4 


